


TION 15 GIVEN T0O DE- : 2
THE ORIGINAL, UCENSED D}SK
UAL

THIS MANUAL AND SOFTWARE DES¢

RIGHTED WITH ALL RIGHTS RESERV
UAL OR THE SOFTWARE ITSELF MAY BE €O
TRANSLATED, OR REDUCED TO ANY
MACHINE-READABLE FORM WITHOUT Tt
SENT OF MICROLEAGUE INTERACTIVE $O

MICROLEAGUE PROVIDES A LIMITED N
ON THE DISK(S) FOR ANY DEFECTS R
MEDIA, STORAGE, AND ACCES |

A REPLACEMENT DISK IETHE C
MAY BE OBTAINED FOR A FE

TIVE SOFTWARE 1E THE OWN
RETURNED. o

MICROLEAGUE 1NTERACTIVE SOFTWARE RESERVES THE RIGHT TO.l

MAKE MODIFICATIONS TO THE PRODUCT DES(R!BED IN THIS
MANUAL AT ANY TIME WITHOUT NOTICE : =

WITHIN 30 DAYS OF DOCUMENTED PURCHASE YOU MAY

EXCHANGE THE DISKS FOR YOUR PREFERRED 5.25 OR 3.5" FOR-
MAT. THIS IS FREE OF CHARGE UPON RECEIPT OF THE ORIGINAL
PURCHASE DISKS IN ¢OOD CONDITION.

WITHIN 30 DAYS OF DOCUMENTED PURCHASE, YOU MAY
OBTAIN ONE BACKUP OF ANY PARTICULAR DISK. THIS MUST BE
THE SAME FORMAT AS REFERENCED ON YOUR PROOE OF PUR-
CHASE AND/OR WARRANTY CARD YOU SUBMIT. BACKUP DISK(S)
ARE AUTHORIZED ONLY FOR YOUR PERSONAL USE AND NOT FOR
DISTRIBUTION TO OTHERS. BACKUP DISK(S) ARE $10.00 (U.5.) PER
DISK. CHECK OR MONEY ORDER SHOULD ACCOMPANY YOUR
REQUEST.

BY RETURNING THE WARRANTY CARD, YOU WILL BE REGISTER-
ING YOUR DISK(S) FOR WARRANTY PROTECTION. YOU WILL ALSO
RECEIVE INFORMATION ABOUT UPDATES TO THIS PRODUCT
AND THE RELEASE OF OTHER PRODUCTS.

THE TABLE MENU OPTIONS INC u’ae

OPTIONS PRF_ S [ENTER]
. PLAY GAME: STARTS THE GAME. e
OPTIONS BRINGS UP A SUB-MENU. WHICH ALLOWS YOU :
TO CHOOSE THE FOLLOWING: i -
% 3(OR5) BALLS PER GAME - :
- ® NORMAL (HIGH, LOW) TABLE ANGLE THE
DIFFERENCES IN TABLE ANGLE ARE ACTU-
ALLY VERY SLIGHT, RANGING FROM
APPROXIMATELY 4 TO 8 DEGREES OF SLANT,
BUT THERE 15 A NOTICEABLE EFFECT ON
GAME PLAY. EXPERIMENT WITH THE VARI-
OUS TABLE ANGLES TO FIND THE ONE YOU.
PREFER.
* SOUND EFFECTS ON/OFF
* MUSIC ON/OFE
* EXIT (TO MAIN TABLE SCREEN)
EXIT: RETURNS YOU TO THE GAME MENU.
AT THE END OF EACH GAME, YOUR SCREEN WILL BECOME

DARK AND THE FINAL SCORE(S) WILL APPEAR. PRESS [ENTER]

TO RETURN TO THE TABLE MENU AND (HOPEFULLY!) REGISTER
A HIGH SCORE. GOOD LUCK!



: omsc*nvn Y
SEEK AND FINDTHE MANY TREASURES. HlDDEN DEEP IN THE
: - DRAGON'S LAIR.

: SCORING DETAILS

DRAGON'S GOLD LANE-—SHOOT THIS LANE TO SPIN THE DRAG-
ON’S GOLD FOR 100,000 POINTS. EACH TIME YOU SHOOT
THE LANE, YOU SPIN THE NEXT COIN AND THE PREVIOUS
COIN IS FLIPPED TO ITS SIDE. SHOOT THE LANE AFTER ALL
THE COINS ARE FLIPPED TO THEIR SIDES TO ADVANCE THE

: JACKPOT BY 10,000,000.

DROP TARGETS—-WORTH 10,000 POINTS EACH. DROP ALL TAR-
GETS FOR 1,000,000 AND AN END OF BALL MULTIPLIER
ADVANCE (MAXIMUM MULTIPLE ADVANCE IS5 5 TIMES).

FLIPPER IN LANE—WHEN THE ARROW IN THIS LANE IS FLASH-

HOLES HAVE BEEN HIT - A
 JACKPOT (BENEATH THE SCROLL HOLE

'BONE PILE---WORTH 1,000,000 POINTS. AN ADDITIONAL -

1,000,000 15 ADDED FOR EACH TIME YOU HIT THE RAMP. IF
YOU HIT THE POP BUMPERS AND IT RICOCHETS INTO THE
BONE PILE, THE BONE PILE AWARD 15 MULTIPLIED BY 5.

END OF BALL BONUS POINTS ARE AWARDED FORTHE
FOLLOWING SHOTS:

250,000 FOR EACH BONE PILE.

200,000 FOR EACH SPELL BOOK HOLE.

150,000 FOR EACH DRAGON GOLD LANE SHOT.
75,000 FOR EACH SCROLL HOLE.
75,000 FOR EACH CRYSTAL BALL HOLE.

THE BONUSES FOR FIREBALL AND LIGHTNING BOLT SPELLS ARE
ALSO AWARDED AT THE END OF BALL.



OBJECTIVE:

YOU MUST GET PAST.ﬁ'HE. GHOSTS, POISONS, SPIDERS AND

'OTHER DENIZENS OF THE DARK TO GET THE JACKPOT.

SCORING DETAILS:
DROP TARGETS-—-WORTH 10,000 POINTS EACH. KNOCK

DOWN ALL DROP TARGETS FOR 1,000,000 POINTS AND AN

END OF BALL BONUS OF 100,000.

POP BUMPERS-—WORTH 1,000 POINTS EACH.

BLOOD SPOTS-—THE SPOTS ABOVE THE EYES ROLLOVER LAMNES.
EACH SPOT WILL LIGHT WHEN THE BALL FALLS THROUGH
ITS CORRESPONDPING LANE. WHENEVER YOU USE THE FLIP-

 POISON RAMP‘--(SEE RIGHT ADVANCE LANE). WHEN NEITHER

oooooo post IF
: SHOOT THE SPIDER RAMP
ETHE VAL E OF THE POP BUMPERS BY 30,000.

THE POISON NOR THE WISP IS LIT, SHOOT THE POISON
RAMP FIVE TIMES TO LIGHT THE RIGHT GHOST LANE.
ONCE IT IS LIT, SHOOT THE RIGHT GHOST LANE FOR
5,000,000 POINTS.

TO WIN THE IACKPOT, SHOOT THE RIGHT GHOST LANE WHEN
THE COALS ARE LIT.

HOW TO LIGHT THE COALS IS A SECRET HIDDEN DEEP WITHIN
THE DARK WORLD. ONLY A TRUE BLOOD MASTER WILL EVER
KNOW.



9 RIGHTFLIPPEROUTLANE .

 10. GATE

11 END OF BALL BONUS STRIP

ED AND MUL IPLIED BY THE END OF BALL MULT!PLIER
- DURING PLAY, THE END OF BALL BONUS STRIP WILL KEEP

. TRACK OF YOUR BONUS POINTS. FOR INSTANCE, IF YOU

: HAVE SCORED 1000 BONUS POINTS, THE NUMBER 1 ON
. THE STRIP WILL LIGHT. IF YOUR END OF BALL BONUS Is
! GREATER THEN 9000, AN EXTRA BALL IS AWARDED. THE
e LIGHTS THAT RUN ACROSS THE STRIP X, 3X, ETC) WILL
i KEEP TRACK OF THE END OF BALL MULTIPLIER.



MOON (ARTEM!S)
. LEFT KICKER
1 . RIGHT KICKER
DROP HOLE ﬁﬁ i L
8 LEFTLITE SYMBOL

OBJECT]VE
BUILD AND LAUNCH YOUR SKY SHIP TO SAIL THE SKIES IN
SEARCH OF EVIL. DESTROY THE EVILS AND RIDE PEGASUS TO
MOUNT OLYMPUS TO COLLECT THE SUPER JACKPOT. ALONG
THE WAY, TRY TO "LOCK" THE BALLS TO GET INTO MULTI-BALL
PLAY AND COLLECT ANOTHER JACKPOT, AND SHOOT FOR THE
SYMBOLS OF THE GODS TO GET THE GREEK GOD'S BONUS.

THE PIT--SHOOT THE PIT DROP HOLE TO GET AWARDS FROM
THE GODS. THESE AWARDS ARE ONLY AVAILABLE WHEN
THE SWORD |5 NOT FLASHING. THE AWARDS OCCUR RAN-

S| T .
. MINOTAUR DROP HOLES.
END OF BALL BONUS—-AT THE

D OF BALL, BONUS POINTS.- .
ARE AWARDED FOR THE FOLLOWING SHOTs:

200 OOO FOR EACH SKY SHIP RAMP
150,000 FOR EACH PEGASUS RAMP
150,000 FOR EACH HOURGLASS/SYMBOL DROP HOLE
100,000 FOR EACH MINOTAUR DROP HOLE
50,000 FOR EACH SWORD HOLE ‘

THE BONUS POINTS ARE TOTALED THEN MULTIPLIED BY THE
BONUS MULTIPLIER. -
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